


This book and its contents would not have 
been possible without the efforts and 
creations of the thousands of web game 
developers over the past two decades, the 
hundreds of people who've contributed to 
the Flashpoint project since its inception in 
2017, and the people who spend their time 
to keep the interactive web alive from the 
Ruffle team to the Internet Archive. 


The world of Flash will not die unless we let it. 


todo: put contributor list here 
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The Non-Interactive Web 


In the early days of the internet, you couldn't do much on a website. 
Text, small icons, maybe a little bit of MIDI music, and all coming down 
a phone line that could barely push a description of an image, let alone 
the image being described itself, in the instantaneous times we expect 
today through high-speed broadband and mobile internet. With 
browsers not powerful enough to push more intense interactivity by 
themselves, a new method was introduced - the web plugin. 


The web plugin acted like a standalone application in and of itself, but 
instead of running programs independently on the computer, they'd be 
embedded in the web page, an interactive element that you could use 
for anything from menus to entertainment. It made pages rich, 
dynamic and interactive in a way that wasn't quite yet possible without 
it. 


To say that the idea exploded like wildfire was an understatement. 
Flash, at the peak of its popularity in 2011, was installed in over 99% of 
internet connected PCs. Thanks to its platform-agnostic nature, it could 
be everywhere, run anything, and was easily accessible. This doesn't 
count Java, Shockwave, Unity Web Player, or any of the alternatives 
that lived and died in this period. 


For a period of fifteen years, Flash and its ilk powered countless 
websites and their content, whether through beautiful animations, 
snappy (for the time) interactive websites, or fancy advertisements. 
Plugins weren't just a part of the web - Flash and their ilk WERE 
the web for anyone of a certain age range. 


And games, of course. Thousands upon thousands of games. 
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At the end of 2020, Adobe brought an end to the web plugin era by 
finally decommissioning Flash, the last holdout in a new era of the 
browser taking over the "interactive content" efforts of the web plugin. 
АП the other alternatives are long gone at this point; plugins like 
Shockwave suffered as Flash did with complete deactivation, while 
others like Unity Web Player have moved on to a more integrated 
existence with HTML5. 


What Adobe left behind with the final departure of Flash is a long, 
storied history of interactive web entertainment. From the inception of 
the plugin to its long, drawn out demise, Flash, alongside its web 
plugin brethren, powered tens of thousands of web based games. These 
webgames were carved out by thousands, all pushing forth with the 
spirit of independent creation that has thrived time and time again. 
The industry built around Flash and webgames was wholly unique in 
form and function, paving the way for the games industry to come, 
changing everything that was there with fire and fury, and all while 
providing freely available games with tons of variety, and endless 
amounts of imagination. 


This book is a celebration of that. 


Adobe Flash Player 








Thank you for using Adobe Flash Player 


А 


Adobe will stop supporting Flash Player after December 31, 2020 
Ta help secure your system, Adobe will black Flash cantent fram running in Flash Player 
Page for more details 


Adobe strongly recammends immediately removing Flash Player from your system by 
clicking the Uninstall button below 


REMIND МЕ LATER UNINSTALL 
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A History of Flash 


The web, at its earliest form, was almost entirely non-interactive in the 
way we know it today. The most one could do was have simple, one-way 
hyperlinks between pages, with some images and music to make the 
experience a little easier. People were already using these limitations to 
make simple games, choose your own adventure-esque affairs and such; 
see "Brad: The Game" and "Stickman Murder Mysteries" for games that did 
just that before web plugins ever came along. 


But with web plugins able to provide content-rich experiences with next to 
no effort, websites started using them for navigation, then games. Web 
pp had a fair few games to their name as early as 1996, with plugins 
such as Java, Viscape, Shockwave, and Vitalize all trying to cut a piece of 
that pie. These efforts could often be impressive, with everything from 
simple games to full 3D worlds. 


A certain piece of software would go on to change everything. Software 
developer Jonathan Gay started FutureWave Software to expand on the 
then-growing world of pen computing, but when the pen computin 
market bottomed out, Gay was left with a piece of software he couldn't 
sell, which was known as SmartSketch. 


He converted SmartSketch to PC platforms, and after demoing the 
software at a trade show, was consistently told one thing - "add 
animation". He didn't believe there was a market for this, with most 
storage media of the time like floppies and CD-ROMs being at best 
inefficient for this kind of media, but after hearing about a new, emerging 
platform called the Internet, a lightbulb flicked on and he got to work. 


Come Summer 1996, FutureSplash | ЕШ ЫШ 
Animator was released, alongside 5 
а web plugin that could be used to А M X Copyright © 1996 
display the animations over ADS FuturelJave Software, Inc. 
the web. That proved to be the = 
kicker - both Microsoft and Disney 
created online services using the 
plugin, and Netscape featured 

the plugin on their website not MU Јело № 
much later. The web was soon full | X auf ре 

of websites that needed this plugin М a ANIMATOR 
for everything from navigation to Mu Ets ЛИР“ 
just a little bit of visual flavour. The trial version expires in 30 days. 


y ТАР 


| 
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As soon as the next year, Macromedia, having been bored sick of hearin 
about their competition every time they talked to another company, ded 
up buying FutureWave Software. A quick shortening of Futuresplash's name 
later, and Macromedia Flash, version 2.0, was released in 1997. 


30 DAY TRIAL 2.0 added plenty of features to the 


nascent software, but the most 
important one by far was buttons. 
Buttons allowed people to jump 
between scenes or create really 
simple actions. While a lot of the 

| games created with this 
macromecdlia? functionality were as simple as could 
<<< FLASH be, allthat you would need is a little 


ти hia АЛА аа ЖЕНИ E ИШ creativity and you COU 19 make 
зоре брзи сна өріне rien erai ‚гє. 


соп hone 262522000 iur 48 626 0564 something oddly special. 


The trial version expires in ЗП days. 





macromedia® 





Onto 1998. Tom Fulp is experimenting with Flash, and creates a controversial 
Teletubby animation that gains legal attention from the BBC, and actual 
attention from the media, driving traffic to his new site, "Newgrounds.com". 
The next year, he releases Pico's School - arguably the most advanced web 
game of the time, and an amazing сна аы иле on a version of 
Flash not designed or normally capable of it. Pico would go on to be one of 
Newgrounds' mascots, and the site would gain even more traffic. By 2000, 
the last piece of the puzzle would fall into place - Newgrounds released an 
automated user submission portal for people to upload their own games and 
animations onto the site (Tom & company having previously made pages for 
individual submissions by hand) and allowing users to vote whether the 
content should be deleted from the site, or pushed to the front page. 


The very same year, Macromedia 
released version 5 of Flash, introducing 
ActionScript; animators could now use 
proper programming to make games in 
Flash. No more hacky workarounds with í— — 
buttons, variables and what have you; | (Mon 
you could make full end-to-end games. | | 


АП the pieces were in place. Web games 
exploded in popularity. Over twenty 
years, Flash games were shared and 
played billions of times on thousands of 
websites across the internet. (The intro to Pico's School.) 
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Flash games had a series of perfectly timed 
advantages. In the age of dialup internet, its vector 
graphics - a way of drawing images through lines, 
instead of pixel-by-pixel bitmaps - were not only 
pretty in the hands of a skilled artist, but also gave a 
huge filesize advantage. Many Flash games could load 
in a couple of minutes. The absolute majority of Flash 
games often sat between the 20 kilobyte (half the size 





of Super Mario Bros. on the NES) and 10 megabyte 
(one таа picture from your phone's 


camera) sizes. Even the slowest connections didn't 


Armor Games have much trouble getting them downloaded. 


Due to the early popularity boost, Flash would often 





With the World Wide Web in full swing (and a dot- 
com bubble burst coming and eventually going), 
computers found themselves everywhere - homes, 
workplaces and schools. With Flash at the forefront 
of click-once-and-play web entertainment for the 
time, people looking for an easy way to relax their 
brain for a few minutes might find their way to a 
site hosting Flash games. 


One more surprise rose from Flash too - their final, 
compiled games were often one single file. These 
files were tiny, easy to save and therefore easy to 
share. Putting a Flash game onto a website was 
quite easy; save it, write some HTML code, put it on 
a server with some decent search engine terms, and 
there you go. 


This resulted in the rise of the'flash portal' - a 
catch-all term for websites hosting large amounts of 
Flash content. (The name most likely comes from 
Newgrounds' using the term 'portal' for their user 
submissions pages.) They popped up like wildfire, 
with hundreds of them existing by the 2010s. 
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be one of the first things someone would see on the 
web, which would require the plugin. Then PC 
manufacturers would start to include it by default. 
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And why wouldn't they? With a good 
amount of on-site advertising, Flash portals 
made bank. Solo developers could easily 
host their own sites with their own games 
and get a little scratch, too. However, this 
- — to the other portals, hereafter 
referred to as "pirate portals" - people who 
Y S.COIVI would "e d as on Ducis а they 
could, host them and make money off them 
themselves. 





Portals and devs resorted to adding their 
own logos, but eventually the "pirate 
portals" got smart, hacking out logos and 
branding before uploading it to their own 
sites. This fight was never truly won by any 
one side, but it is the driving force of the 
"sitelock" - websites weaving in intricate 
programming to keep games playable only 
on the sites they so desire. 





As Flash grew in players, developers and 
portals however, there was often problems 
with getting the latter two in touch with 
eachother. A truly revolutionary site was 
born in 2006 - Flash Game License (now 
FGL). Letting sponsors see games in 
development and actively bid on them was 
a truly massive step in the business of 
Flash. Millions of dollars were shifted from 
portals to developers this way, and we 
wouldn't have half the amazing games we 
do now without it. 


MINICLIP 
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This isn't to say that animations 
weren't hugely important in the world 
of Flash. One might argue they were 
more important; both greater in 
number and potentially with more 
viewers, Newgrounds received over 
100,000 Flash animations alone over 
the existence of Flash, and there were 
many, many other portals. Many 
animators of animations would go on 
to have their 'style' thanks to Flash, 
and even to professional careers in the 
animation industry. Adobe Animate, 
which is what the Flash development 
suite was renamed to, is still used 
today for professional animation. Web- 
based Flash animations would even 
have access to the interactivity 
available through Flash; animators 
could add easter eggs or choose-your- 
own-adventure functionality with ease 
- lost when converting these 
animations into traditional video, not 
to mention being endlessly scalable 
thanks to the vector graphics. 





We can't cover animations in the detail 
they deserve in this book, but here's 
just a quick peek at the biggest of the 
most recognizable figures from the 
lifetime of Flash animation. 








21 
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That's just twelve. We could easily fit two 
hundred in here. 


Shown (top > bottom, left > right): 
Salad Fingers, Madness Combat, Xiao Xiao 
no.5, The End of the World, Badger Badger 

Badger, Zombocom, The Ultimate Showdown 
of Ultimate Destiny, Charlie the Unicorn, 

Metal Gear Awesome, Animator vs 

Animation, There She Is, Eddsworld: Zombeh 
Attack 3 
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The Men Behind The Flash 


Over the course of writing this book, l've interviewed over a dozen Flash 
developers to get everything from techincal details about Flash to info about 
the community. Their contributions will be scattered throughout the book, 
but in this quick chapter, Га like to introduce you to the interviewees and 


what they made. 


Edmund McMillen 
Creator of many notable Flash 
games with a uniquely gory flavor, 
including Meat Boy and The Binding 
of Isaac. 


Antony Lavelle 
Antony made many of ArmorGames' 
big hits, such as Indestructotank, 
KOLM, Shift and Upgrade Complete 
under the "Tony" moniker. 


Paolo Pedercini 
Under the name Molleindustria, 
Paolo makes games with a focus on 
art and activism. He's most known 
for the McDonalds Videogame. 


Lars Doucet 
Lars created the Super Energy 
Apocalypse series, Defender's Quest: 
Valley of the Forgotten and 
CellCraf 


е 


Oliver Joyce 
Oliver started with a small game for 
a cruise liner, and went on to make 
the hugely popular Swords & 
Sandals. 
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Adam Saltsman 
The studio director at Finji, and the 
creator of Canabalt, which helped to 
create the endless runner genre. 


Shawn Tanner 
Known by the name "Afro-Ninja" on 
Newgrounds, Shawn made, among 
others, the Territory War series and 
"Escape" series. 


Nicky Case 
Nicky created :the game:, one of the 
most memorable parody games of 
Flash's lifespan. They've moved onto 
make HTMLS titles. 


Terry Cavanagh 
The creator of VVVVVV and Super 
Hexagon got his start in Flash with 
games like Naya's Quest, Don't Look 
Back and the original Hexagon. 


Matt Roszak 
Most well known for the Epic Battle 
Fantasy titles, including the five 
mainline entries and Bullet Heaven / 
Adventure Story spinoffs. 
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Tom Fulp 
The creator of what we know and 
love today as Newgrounds, not to 
mention many popular games like 
Alien Hominid and Pico's School. 
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Tom Fulp 
The creator of what we know and 
love today as Newgrounds, not to 
mention many popular games like 
Alien Hominid and Pico's School. 


Tyler Glaiel 
Collaborated with Edmund 


and Closure. 
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Tom Fulp 
The creator of what we know and 
love today as Newgrounds, not to 
mention many popular games like 
Alien Hominid and Pico's School. 


Tom Fulp 
The creator of what we know and 
love today as Newgrounds, not to 
mention many popular games like 
Alien Hominid and Pico's School. 


McMillen on games like Aether, and 
made more himself such as Fracuum 


While I would have loved to give more space for everyone's contributions in 
the book, you'd be holding an 800-page behemoth if | did. You can read the 
full interviews with everyone listed here at the below web address: 


https://archive.org/details/flash-book-interviews 
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FLASH GAMES, A-Z 


The following part of the book is dedicated to the thousands of 
Flash games that were created over the lifetime of Flash. 


We can't possibly fit every deserving game in this book without making it 

so long as to be impractical. With that said, we hope the selection here is 

varied, impressive, nostalgic and memorable to everyone who reads it, and 
gives you an idea of just how wide and deep Flash games went. 


We sorted by A-Z because it wouldn't be fair to sort by date, or developer, or 
any other kind of metric - some of the simplest and best Flash games came 
out years after the rest. They all deserve equal footing, and this is how. 


With that said, every game included in this section came out during Flash's 
lifetime of 1996 to early 2021. We'll give years and authors when we can, but 
sometimes that info can be hard to find. 

Throughout you'll also find sections regarding the interviews with Flash 
devs, talking about everything from the life of Flash to the technical details 
to words about the community, to help give you a bit of background. 


Please enjoy. 
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Developer: Daniel Merlin Goodorey 
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Developer: Zeebarf 
Released: 2009 
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Developer: Marc-Andre Toupin 
Released: 2004 





3047 





Alice 1$ Dead 


Developer: Hyptosis 
Released: 2009 
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Alter 


Developer: Pixelante 
Released: 2010 
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Аоопо 5 Big Adventure 


Developer: Roger Barr, Nick Past, PoxPower 
Released: 2012 
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Mute Quality 


Developer: John Cooney 


Released: 2008 
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Developer: Uselab 
Released: 2005 
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Developer: Louissi 
Released: 2007 















Amateur surgeon 


Developer: Mediatenic 
Released: 2008 
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Developer: Teale Fristoe 
Released: 2008 
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Developer: Sun Studios 
Released: 2011 
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Developer: Sun Studios 


Released: 2008 





Auditorium 


Developer: Cipher Prime Studios 
Released: 2008 
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Developer: John Cooney 
Released: 2005 








Developer: Катрагазо 
Released: 2012 3 











Developer: I-Mockery 
Released: 2014 
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Bloons 





Developer: Damien Clarke 
Released: 2007 
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Developer: Insanicode 
Released: 2002 
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Boss Rush 
Apocalypse 


Developer: Dustin Auxier 
Released: 2014 











Bowman 


Developer: Frank Valzano 
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“Flash made the online game industry 
evolve, flourish and then explode. We played 
a small part, but it was a huge part of my 
life. | saw our games being played close to 3 
billion times, with some including Bowman 
being played hundreds of millions of times. 
It is with great sadness | am witness to the 
death of Flash. Flash games made me, my 
business and altered my life. They allowed 
me to connect with the world and feel 
slightly less alone.” 


-Frank Valzano, talking to Jonas Richner of flashgamehistory.com 
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Developer: Lost Vector 
Released: 2006 
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Developer: Sean Cooper 
Released: 2006 
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Bubble Tanks 


Developer: Него Interactive 
Released: 2007 














Suoble Spinner 


Developer: DeadWnale.corn 
Released: 2008 




















Bubble Struggle 


Developer: Kresimir Cvitanovic 
Released: 2002 
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Origin Stories 


Everyone's gotta start somewhere. This is how a handful of 
developers did just that. 


Tyler Glaiel 

| started making games in Flash back in 2001 
when | was 11. | had a pirated copy of Flash 4 that 
| was learning how to make simple animations in, 
and | қақ Нені, vox could tween a button around 
and trying to click on it was basically a game. | 
made a game called "Pigeon Pooper" using that 
concept, burned copies of it onto a CD with a 
printed label, and tried to sell them to people for 
$5 each at my middle school. 1 sold like 5 copies of 
it. 











Antony Lavelle 

My introduction to Flash development started in late high school when m 
friend Matt started doing little animations in it and named his online flash 
persona as "The-EXP". | joined in on some of the things he did until one day 
when he showed my a simple game he made using the mysterious “actionscript” 
part of Flash which | had until then been ignoring. | could draw a shape in Flash 
and have it moving with keyboard controls in just a few lines and it went from 
there. It was about a boat which sailed up and down according to arrow key 
presses. My early priority was making Dragonball Z and Metroid fan games - 
you can still play my first game, Dragonball Z AS, on Newgrounds! 


Adam Saltsman 

It was when websites started using games as part of their advertising, | was able 
to get some paid work putting stuff together for a like... company that sold 
windshield wiper fluid. The programmer on that project, Ivan Safrin, later walked 
me through how to write and compile my own Flash games, which I would run 
on the Wii browser, of all things. 
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Edmund McMillen 
When 1 got into the scene, it was not so much Flash, but websites. Everybody 
was just making websites or e-zines - indepenent web magazines - Tom made 
one called New Ground, | made a few (thisisacryforhelp.com), and | used Flash 
along with Dreamweaver to make cool websites. | got into Flash just because | 
wanted to do that, and Flash was capable of much more than just pressing 
buttons to go to webpages. This made me experiment with interactivity and 
animation - | made an interactive image called "The Pond" which was just this 
pond, | took a few images and converted them into vectors, | made а few zones 
you could click in the water that would spawn a ripple, make a sound, but one 
would make a decaying head come out of the water and go "woooh" and it was 
the coolest shit. 


Nicky Case 

Back when | was 10 1 got a book 
about this weird new animation 
thing called Macromedia Flash. It 
featured a bunch of animators, 
including -- if memory serves -- 
Happy Tree Friends, and Noogy 
(animator for Dust: An Elysian Tail). 
But among those, the book also 
mentioned this one sort-of-kind-of-a- 
game. Well, it was an animation 
with .gotoAndPlay(); buttons: 


JoeCartoon's "Frog In A Blender". 


It is an animation-game, on 
JoeCartoon, about a frog ina 
blender. The frog makes sarcastic 
comments at you while you click 
buttons to make the blender spin 
faster and faster. The frog keeps 
insulting you, until the final button, 
in which the frog turns into a gory 
red slushie. This kills the frog. One 
time | got angry at my grade school 
teacher, so | made a Flash animation- 
game inspired by this, and | named it, 

[Teacher Name] In A Microwave’. 
Given that | was growing up in 
Singapore, | can't believe | somehow 
got away with it, and not, like, got 
my ass caned to confetti. 
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Developer: Adam Saltsman 
Released: 2009 








Captain Forever 


Developer: Farbs 
Released: 2009 


Cargo Bridge 


Developer: Limex Games 
Released: 2012 
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Developer: Luksy 
Released: 2002 








Developer: The Behemoth 
Released: 2002 
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Released: 2010 a 





E 
m Ñ = ° 
“ 
E gu. m 
[№ [ 
Шел” а. „Ба 
| B 
|l ome 
я P 
EE E Um | Е. 
ёз Ë 
= 
„ищ 
e ма rc E 
EL | — = И 
= ( 
"о 2 СЕ 
m "= 














У 
| 
| 
| 

|| 
= 

= 

ino 

г. 
Б 











Colour Му Heart 


Developer: SilverStiten 
Released: 2009 
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Developer: Toshimitsu 
Takagi 
Released: 2004 
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Developer: ЧЕКОСАМЕЗ 
Released: 2008 
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Developer: Paragon Digital Media 
Released: 2004 
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The Community 


Flash, and the websites it populated, were worlds in and of 
themselves. Here's what the devs thought of them... 


Tyler Glaiel 

| just remember how approachable everyone was. Everyone just wanted to help 
each other make better games, grow and improve together. There wasn't any 
focus on ARPUS or sales or anything, just making games. The people who ran 
the platforms also made games themselves and shared this same goal. 1 had Tom 
Fulp on my AIM friends list when | was 14. Being able to freely talk to the owner 
of a huge platform like that is just unheard of today. It was hugely important to 
me as a kid. But man there were some scummy smaller portals out there. One in 
particular (l won't name names) threatened me with libel for telling a (true) 
story about how much of a scumbag the owner of the site was on a private 
forum one time. 


Edmund McMillen 

Harsh. Harsh in a way that | was okay with (and still am). I'm a harsh critic of 
my own work. You got the usual comments, but some were nitpicky, but valid in 
some way, and you learn fast what doesn't jive with people. When everyone says 
the game sucks, but 2076 say it's this one level, it was still enough, and you could 
read between the lines and get that sort of feedback. Sometimes it was good to 
get a comment at all. It's validation for being alive, being able to put something 
online and have someone say anything about it. l'd rather upset a bunch of 
people with my work than have no-one say anything at all - 1 had a section on 
my site for hate mail, just so | could heckle them. Even just one "fat faggot" 
comment meant that person saw my work, and made it a little more — 
making. 


Oliver Joyce 

It was a real wild west. People weren't afraid to tell you your game was the 
worst thing since smallpox and that they hoped you would curl up and die! But 
by the same token, there were some really passionate fans who would support 
and champion Flash games and by association their developer. The nerves you 
felt the moment before pressing SUBMIT GAME on Newgrounds is what | 
remember the most. Months of work thrown to the public to either adore or 
destroy with 5 stars or the dreaded BLAM rating! 
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Matt Roszak 

They were very honest in their comments/reviews! They clicked the links and 
bought the games! The internet was not very personal at the time, and users 
were generally more rude than they are today (or at least that's the case on the 
major Flash portals). Users had no problem leaving lazy reviews like "it sucks", 

"no mute button = 0/5", "| hate anime art", etc. But for me it helped build thicker 
skin, and there was enough useful and encouraging feedback in there to make 
all of the comments worth reading. When there's no barrier to entry, and literally 
anyone can play your game for free, there's a good chance many of them won't 
be into it, and that's fine. But it's also a good opportunity to learn how to make 
your next game appeal to more people. They were very happy to test buggy, beta 
versions of the games, which helped make sure there wouldn't be any major 
surprises on launch day. There's also a ton of fanart of my characters, which | 
always feature on my website and also in the games themselves! 


Nicky Case 

The Newgrounds creator community was fantastic. We shared free tutorials, did 
collabs together, and gave (mostly) constructive criticism to each other. In 
particular, | want to thank Tom Fulp. First off, he's actually really nice?! Like, how 
many founders of big internet sites are not sociopaths, let alone legitimately 
kind and nice? He helped me be financially sustainable back when | was still a 
teenager, sponsoring :the game: and being very patient (perhaps at his expense) 
when | missed my promised release date over and over. 


Antony Lavelle 

| remember there being a few portals and sites set up where they basically 
purchased a pre-built portal of game content and hosted it, which was the norm 
at the time, but | remember everyone being up and arms that someone had the 
gaul to charge people for the games we made. We thought that was totally 
scummy and there was a real sense of rallying against it. 


Paolo Pedercini 

| remember being extremely impressed by Newground's architecture. The 
community-driven filtering and moderation was way dod of its time. The users 
were great too. 1 published a bunch of provocative, openly leftist, semi-broken 
games there expecting to get destroyed in the reviews, but the kids were always 
open minded and willing to engage with unusual experiences. It was on 
Newgrounds that | realized the gamers" were not a monolithic conservative 
group as they were often portrayed by the media in the early 00s. Before social 
media imposed a viral logic to every bit of culture ever, 1 had quite a lot of faith 
in the power of internet users to organically select the best, more noteworthy 
content. 
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Developer: Total Jerkface 


Released: 2003 
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Released: 2009 
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Developer: RRRRTRIat's5 5 
Released: 2006 


























Double Wires 


Developer: D of | 
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Duck Life 4 


Developer: Wix Games 
Released: 2012 





Imperfections 


Flash ain't perfect. We know that now, and we knew then, 
too. The interviewees weigh in on Flash's shortcomings. 


Lars Doucet 
Flash was slow and Flash was proprietary. Those were always the two big 
problems. 


Edmund McMillen 

It crashed. And would delete your FLAs. I made 25 minutes of animation for 
Super Meat Boy, and once 1 finished а cutscene, | saved it, and it corrupted itself. 
You didn't have backups at the time. | had to do all that animation again in the 
final two weeks of crunch. 


Terry Cavanagh 

One little issue with resources was audio - Flash had gotten a custom MP3 
licence or something? I’m not really sure? But it meant if you wanted to make 
nice looping audio that you had to use the actual Flash animation tool to 
package it up as a .swc file, which was a pain. | had an old DVD copy of Flash | 
bought cheap on eBay just for doing that. 


Paolo Pedercini 
| hate how despite the massive popularity of Flash games, Adobe didn't put any 
effort into game specific features. It had zero support for game controllers, it 
didn't want you to use the right mouse click, accessing external files was a pain. 
Adobe seemed just interested in taking over the web by leveraging the 
ubiquitous plugin. If they stayed in their lane, and looked at what people were 
actually making with their application, Flash today could have been a game 
engine rivaling Unity or an actual professional-grade animation suite. 
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Tom Fulp 

Besides working around limitations like lack of variable support or lack of depth 
swapping, there is also weirdness with how Flash implemented certain things. 
For example in AS2 if you want to control the volume of a sound, setting the 
volume of it will actually set that volume for ALL of the sounds. To get around 
this, you need to make a unique movieclip container for each sound that is going 
to have a unique volume. It kinda makes sense but also trips people up at the 
same time. 


Terry Cavanagh 

Thinking about it, some of those technical limitations were probably for the best. 
Like, one that comes up a lot now is how hard it is to read from external files — 
which is why almost every flash game embeds everything in the swf file. Which, 
as it turns out, makes it a whole lot easier to archive and preserve things! 


Tom Fulp 

| think it would have been amazing if Flash had grown to include export options 
that included “Xbox”, “Playstation”, basically whatever console platform you want 
to run your game on. | wish they could have kept doing things in the AS2 space 
for people like me but that's a big ask. Ruffle is using hardware acceleration to 
run classic games in fullscreen mode, something the traditional Flash player 
never did well. 


Shawn Tanner 
It was packed full of bugs and janky features. But when the alternative is "not 
making games"... 
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Developer: Effing Games 
Released: 2010 
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Developer: Tyler Glaiel 
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Frog Fractions 


Developer: Jim Stormdancer 
Released: 2012 





The Standouts 


І asked everyone if they had any memorable stories from 
Flash's glory days. Here's just a few. 


Nicky Case 

l'Il admit I sold my soul a bit — MaxGames liked my game spreading their 
brand, but uh, "hey Nicky could you remove the һе game: levels that satire 
religion? Just, uh, y'know, it's the mid-00's internet, could you... okay fine I did 
it. But I put all those levels into the 2nd һе game:, which was directly 
sponsored by Newgrounds. Also, an incredibly late confession, but the 
ATHEISM :THE GAME: level from the 2nd :the game: was a joke directly stolen 
from Ze Frank's TED Talk. True Facts About The Teenage Nicky Committing 
Plagiarism. 


Matt Roszak 

| really loved some of the April Fool's Jokes on Newgrounds. There was one year 
when the website "made some changes to get un-blocked in China". The front 
page was covered in pro-China propaganda. The forums filtered many words - 
user became "worker", BBS became "rice paddy", Tom Fulp became "glorious 
leader", etc. Usernames were replaced with random vaguely Asian names like 
"brucelee" and "Xi-Jinping", and avatars were replaced with Mao Zedong's face. A 
lot of users didn't realise what date it was, thought the changes were permanent, 
and got mad. Inretrospect it was pretty offensive, so 1 don't think we'll ever see 
anything like it again, but it was great fun. 


Adam Saltsman 

One time me, my friend and mentor Ivan Safrin, FEZ creator Phil Fish, Aquaria 
and FEZ contributor Brandon McCartin, probably someone else too, we made а 
whole game in about 30 minutes, sitting on an old sofa in the bar at a chiptune 
music festival venue, in the middle of a NYC blizzard. We were not super sober, 
and we made a game about trying to drunkenly toast each other with small 
hamburgers? It had voice acting and everything. The name drops are not the 
important thing here, for me it was kind of the first time | was able to like ... 
make a game so fast it could be part of a joke in a conversation? In that place 
and time, that was just incredible to me. 
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Oliver Joyce 

The first Flash game | released was actually for a big cruise ship liner! It was a 
contracted game that was released on their website to staff only. | think it was 
done as a bit of a morale booster because the whole game was about having to 
deal with demanding and horrible customers on board the ship! 


Edmund McMillen 

| did this really long 5 minute animation for this condom company called 
Canadian Nookie, and they referred to condoms аз "mounties", and | had to 
make a talking dick mountie. It was very patriotic, and | even made them a 
website in Flash, and then nothing. Radio silence. 


Oliver Joyce 

Back in the early days of Flash gaming, the company | worked for was 
approached by a big European games portal to make 40 games in 40 weeks. It 
was a daunting challenge, and | don't think we ever got them all done - but the 
games that did get out there reached millions of players. We used to load in 
MochiBot ( analytics software) to track the plays, and some days, seriously, these 
humble little Flash games were getting 400,000 plays a day. Comparable to any 
indie game you might see today, or even higher - but the press just never covered 
Flash games so they never got serious respect. 


Matt Roszak 
Remember when someone hacked into Newgrounds and replaced all the pictures 
with dicks? 


Antony Lavelle 

My breakout moment of coming second in (Armor Gaming Challenge #5). | won 
$5000 and it was the most money l'd ever had. 1 had a new baby at the time and 
we were beyond broke. Then being offered a full time job by Armor to do what | 
love meant my entire life was turned around by this industry. 


Tom Fulp 

One of my first paid Flash projects was an "Ask the Penis Monster” game | made 

for Troma, to promote Tromeo & Juliette, a movie directed by James Gunn long 
before he made Guardians of the Galaxy. Yahoo had a print magazine called 

Yahoo Internet Life and they asked Tommy Lee from Mótley Crüe what his 
favorite thing on the Internet was and he said it was the Ask the Penis Monster" 
game. 
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Develooer: On llai«avarria 
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Developer: SeeThru.co.uk 
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Developer: Terry Cavanagh 
Released: 2012 
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Developer: 20:20 
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Going Viral 


Here's what all the Flash developers 1 interviewed had 
to say about going viral on an age-old Internet. 


Adam Saltsman 

(Canabalt) was expensive, even though the game was only 3MB (which was 
basically the one MP3 file), | think the first month of trafic from our self-hosted 
site was like 1.5TB. In 2009 that was kind of pricey! 


Tyler Glaiel 

(Magnetism) went pretty viral as well, driving a lot of traffic to my website and 
earning me actual money for the first time. | caught a friend playing it in my 
highschool without knowing | made it, that was a trip. 


Matt Roszak 

Getting front-paged on Newgrounds was always exciting when | was a kid 
making Flash animations. Some of my animations even ranked #1 on the website 
briefly, which was very motivational. | was actually on holiday just after EBF3 
launched, so 1 don't remember following it that closely, other than being excited 
about the play count on Kongregate. It's still my most played game ever, and it's 
got somewhere around 20-25 million plays across the whole internet. 


Shawn Tanner 

| made Territory War for an Armor Games contest, and it ended up winning first 
place. | didn't realize the demand for a free, online knockoff of ^worms" was so 
great. It didn't really go viral in today's terms, but it just consistently received a 
lot of plays. 1 capitalized on this by creating a sequel with online play and that's 
when things really picked up. 


Paolo Pedercini 

It's hard to tell because | almost immediately got a lot of attention from both 

— media and internet based ones. | can't remember how many times a 
Бір Бов or an early social media channel would just link to my artisanal site and 

ake it down due to excess bandwidth. 
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Oliver Joyce 

The first Flash game of mine that went pretty viral was an apocalyptic motorbike 
racing game called Diesel and Death that got picked up by a number of big game 
portals and for a while there was being played a hundred thousand times a day. 
At the time | thought | was a huge success and the game was going to change 
the world. | laugh at it now but | thought the game was so significant it 
warranted a Wikipedia entry. | actually typed up an article and the Wikipedia 
moderators deleted it as not being noteworthy, haha! Ah the arrogance of youth. 


Antony Lavelle 

IndestructoTank got a glowing Newgrounds front page recommendation from 
Tom Fulp, and scored incredibly well on the site, making more views in a few 
days than all of my other games put together. It got featured on a bunch of other 
sites and basically spread across the net. When | saw it featured in a real’ game 
magazine made of trees, it was amazing. 


Edmund McMillen 

There was a UK magazine called The Internet Magazine, and they emailed me 
and said they шо a copy of my work in their magazine. Somebody had 
done a very small, sidebar article about Dead Baby Dressup. It was so weird to 
see my work in a magazine from a whole other place, entirely out of your 
influence, validating your existence. | used to collect all of them, but | ended up 
with a crate of magazines | didn't want anymore. I still keep that one, because 
my grandma wrote on it. Page 48, so she could remember where | was 
mentioned. 


Tom Fulp 

Each time feels great and you miss it when it's gone! Sometimes the Internet 
surprises you and something becomes viral all over again, like Pico did this past 
year as a result of the success of Friday Night Funkin”. That felt a little more 
overwhelming and awkward the second time around, though. 
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Released: 2011 
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Developer: Metanet Software 
Released: 2004 
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Nekra Psaria 


Developer: Drawmarneater 
Released: 2015 
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Developer: Noah Berkley 
Released: 2015 
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Developer: Denis Galanin 
Released: 2013 
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BREAKING NEWS 


GOVERNMENT OF NORTH AFRICA SHUTS 
DOWN HOSPITALS 


GOVERNMENT OF NORTH AFRICA 
DECLARES MARSHAL LAW ТО PREVENT 
INFECTION 


;OVERNMENT OF RUSSIA STARTING TO 
ЧАМО OUT BOTTLED WATER DUE ТО 
INFECTED WATER SUPPLIES 
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Developer: Tom Кир 
Released: 2001 
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Developer: We Create Stuit 
Released: 2007 
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Making a Living 


There was gold in them there hills. Let some developers 
tell you about everything from ads to sponsorships. 


Edmund McMillen 

Sponsorships started around 2005, where people started getting competitve with 
Newgrounds. Sponsorships were simple - add ad space, add a button that links to 
the site that sponsored you. Started at a couple hundred, moved to a couple 
thousand. | made about $1500 to $2500. 


(The first time | went viral) made me feel like | could make a living off of this. | 
put in a tremendous amount of work to build a base and send my work to as 
many people as possible. | saw my friends becoming millionares and | felt like | 
could do it. | compiled all my stuff on a CD and snail-mailed everyone | could. 
Cliff Blezinski and another dev at Irrational Games saw my work, mentioned me 
in an interview, and gave me contacts at Microsoft and Nintendo. 


And that's how you made Super Meat Boy? 


It was originally Gish 2, but that fell through and Meat Boy was my most 
popular and least abrasive game. 


Tyler Glaiel 

At its peak, you could usually get around $7-10k for a sponsorship on a game. If 
you have to split that 2 ways (programmer / artist), you would have to make 
about one good game per month to survive. It can be hard to keep up that kind 
of output when the quality threshold kept going up, and when living expenses 
keep going up. А lot of flash devs were teens as well, so | think part of it was just 
a lot of kids becoming adults and suddenly needing to actually support 
themselves financially and finding it hard to do that on flash games alone. For 
me, | just wanted to make bigger and better games, and flash was not very well 
suited for big projects. 


Edmund McMillen 
People started buying the rights towards the end. The Binding of Isaac almost 
belonged to Adult Swim. 
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Nicky Case 

| used to make games as a hobby while in high school (to only the mild 
detriment of my grades). | kept trying my luck, though, entering into as many 
Flash gamedev contests as I could. My most humiliating failure was when | 
entered an ArmorGames contest, which had a sub-category for stick figure 
games, where the top 4 games would win a prize. Five games were entered, 
including mine. | did not win a prize. Eventually, after 5(?) tries at contests, | 
made & entered {Пе game: into a MaxGames contest, and won 2nd place -- 
$9000! -- but somehow, | won a place in Newgrounds and Flash history. 


Matt Roszak 

My first sponsorship was $6K in 2009 - this was life changing money for me at 
the time. The highest number | was offered was $55-60K for Epic Battle Fantasy 4 
in 2012 - | didn't actually remember it was that high! I turned it down cause | 
enjoyed working with Kongregate, and 1 sold a lot of DLC on their website, so it 
turned out similarly well. Kongregate mentioned to me that one or two games 
ended up making $100K in sponsorship money from them, and that the popular 
games with micro-transactions were even more lucrative than that. Some of their 
MMOs made over $1M from in-game purchases. 


| think Ninja Kiwi must have been making a crazy amount of money with Bloons 
Tower Defence, since their company recently sold for $186M. Emily from 
Kongregate has confirmed this is more than Kongregate sold for - and it may be 
the most profitable company that came out of the entire Flash games scene. 


Lars Doucet 

We were in a bit of a weird situation -- with Super Energy Apocalypse and 
CellCraft the sponsors were non-profits (Houston Advanced Research Center for 
S.E.A. and Carolina Biological Supply for CellCraft) so we went outside of the 
ecosystem for that. And with Defender's Quest we eschewed traditional licensors 
because we wanted to direct all of the traffic to our own upsell page. 
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Developer: Lucas Pope 
Released: 2012 





— 
ro 

=. 
"m 


[и Finally Hitched! 











Road of the Dead 


Developer: Evil-Dog 
Released: 2010 
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Developer: Farbs 
Released: 2013 
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Developer: Hiyptosis 
Released: 2011 
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Developer: Simon Hason 
Released: 2011 














Sift Heads 


Developer: WebCypher 
Released: 2006 








SHIFT 


Developer: Antony Lavelle 
Released: 2008 
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Davalo ner Өте 
Released: 2002 
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THE POLICE HAVE ARRIVED. 


Tris Sli of 
Sandy Hook 
I EM EH Lay 


Developer: Ryan Јаке Lambourn 
Released: 2019 





Solipskier 


Developer: Mikengreg Games 
Released: 2010 
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Davalos 15169 
Released: 2002 























Developer: TechRadium, Inc. 
Released: 2001 








Зогош 


Developer: Custorn-Logic 
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Stick Cricket 


Developer: Mousebreaker 
Released: 2004 
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Developer: Studio Bean 
Released: 2013 








last summer 1 went camping 
under the big waterfall of Kent. 
I guess this was a great trip for 
me, however some people do not 
understand why. Well, I did lose 
my left arm, but what the hell, I 
found out that I had a third 
arm. The invisible one. Since 
then I started to learn how to 
use my karma arm, and soon my 
skills were those of a master. It 
wasn't а surprise to me when 
people started turning their 
backs on me, Since l was 
considered to bea freak and 
mentally ill. Funny thing, I 
can't tell them the truth, it 
would be like explaining the 
possibility of space travel to a 
goldfish. So Im just trying to 
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Developer: Mateuz Skutnik 


Released: 2005 




















Suosr Crazy Guitar 
Maniac Delius 4 








Developer: Second Impact Games 
Released: 2012 








TANKS 


Developer: 2DPlay 
Released: 2004 








Territory War 


Developer: Afro-Dlinja 
Productions 
Released: 2006 


Nosamu 














-DarkMoe...Jim 
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TROGDOR! 


Developer: Homestar Runner 
Released: 2003 
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Released: 2008 


Warfare 1917 


Developer: Chris Condon | 
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Floris RUN Baroy 


Developer: [Ihe Walt Disney Company 
eleased: 2002 








Winterbells  . 


Developer: Ferry Halim (Orisinal) 
Released: 2006 
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The World's 
rlardest Game 


Developer: Steonen Crito cdg 
released: 2007 
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Developer: Chris Hilgert 
Released: 2004 














Every Nail, One Coffin 


As Flash became one of the most widely used web technologies, the rush to 
use it for nefarious purposes was on. As it turns out, Flash was quite the 
vulnerable technology for exploitation, with literally hundreds of security 
holes to push open. Macromedia rushed to plug as many holes as they could, 
but as they managed to take out one, three more would be found. Flash was 
almost always in a perpetual state of vulnerability, as a result. 


Flash never performed optimally. While vector graphics were great for file size, 
computers had to perform the heavy load of drawing those graphics from 
those lines. That takes a lot of math, which takes a lot of CPU power. Weaker 
computers were often noted for not being great at running Flash, resulting in 
many games having "quality" settings which were just using faster, uglier 
mathematics for drawing graphics. 


On top of this, Adobe published Macromedia and the entirety of its software 
library in December of 2005. While Adobe wasn't enough to cripple Flash, it 
did notably become much more expensive to begin developing for Flash once 
it was integrated into Adobe's Creative Suite software line, and updates 
pushed out by Adobe themselves became more frequent - and more bloated. 


Nevertheless, Flash continued to grow, 
and on an otherwise unrelated day in 
2007, Steve Jobs announced the iPhone, 
and changed the world of computers ¡iPhone 
forever. Over the next three years, 
smartphones and tablets based on non- pue Lone 
PC architecture would begin their rd 
takeover of the world of technology. 





While this wasn't enough, it took a specific letter from Steve Jobs himself to 

really get the ball rolling on Flash's downhill stride. "Thoughts on Flash", 

released on the 29th of April in 2010, criticized the performance, stability, 

security and proprietary nature of Flash (while also being slightly 

о, refusing to allow Flash-based tools or apps on their services or 
evices. 


Nevertheless, it was mostly true. The well known at this point performance 
and security problems were twice as severe on mobile processors, causing 
them to have low battery life when trying to run Flash content. There was an 
official version of Flash available on Android at this point, but it did not 
perform well even with its own mobile-based optimizations. 
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The HTML5 standard was also being worked on at this time. In the day of the 
web plugin, the computers and browsers didn't have the leg room required for 
rich interactive content. But in the quickly progressing realm of technology, 
browsers now could afford the computing power to do so, and the HTML5 
standard was made alongside С553 and new versions of JavaScript to allow for 
pretty, interactive content without having to rely on a plugin. It was introduced 
as early as 2008, but was finalized in 2014, with integration into browsers not 
far behind - YouTube switched from its original Flash video player to a HTML5 
based one in 2015. 


While Flash games were still quite popular - even as late as 2018, Flash games 
could find themselves having tens of thousands of views - the true winner for 
the casual games market was mobile phones. While phones made by Nokia pre- 
2007 did have games of their own, the clunkiness and lack of power behind 
these devices resulted in these games being overly simple and often hard to 
play, with the odd exception. 


In 2007, that changed, with the release of the iPhone, followed by Android 
phones over the next year. These phones, powered by modern processors, had 
more than enough power to show elaborate games. This form of the mobile 
market has made tens of billions of dollars since the turn of the decade. Many 
strategies popularized by the Flash era, including genres like tower defense, 
escape the room, idle games and even roguelikes found mass popularity when 
adapted to the smartphone format. 


These markets were helped by the emergence of free game engines. While Flash 
was one of the easiest, most compatible ways for indie developers to develop 
and share games around the web, more capable, powerful and less expensive 
engines were being developed across the internet for just that purpose. 
Everything from Construct to GameMaker to Godot to Unity promised to be 
the only engine you needed for game making, and their compatibility with 
more platforms like the previously mentioned mobile platforms were just the 
last piece of the puzzle. 


With the casual games market being taken by mobile phones, HTML5 
eventually being able to replace Flash's place on websites, and Flash being 
supplanted in the indie development market by other engines, it was only a 
matter of time before the aging platform would finally find its end. 
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We knew Flash was dying, and taking 
the world of web plugins with it; we 
even knew when, years in advance. 


Adobe announced in 2017 that the plugin 
would be officially losing support as of 
the 31st of December, 2020. They even 
went so far as to, less than two weeks 
later, on the 12th of January, 2021, 
forcefully block as much Flash content 
as possible from being run. You can see an example of this on the right - 
with the image that would display on running blocked content. Flash was 
still being used around the world, right up until the end. 





Flash in its original form lives on through older versions installed in 
browsers that did not remove the plugin, but with Google Chrome, Mozilla 
Firefox, Apple's Safari and Internet Explorer / Microsoft Edge removing the 
plugin, over 99% of the browser market had lost easy access to Flash. 


The true win goes to HTML5. Many websites, games and animations 
migrated from Flash to HTML5 content over the course of Flash's death, and 
it now remains the de-facto way to present such content. Being native to a 
web browser means no extra downloads, more security in general, and 
support for mobile phones and tablets, now the dominators of the casual 
markets. 


With Flash maintaining the popularity it does, it would come to pass that 
people wanted to keep it around into the future. From this came the Ruffle 
project, an emulator that could play Flash content in browser through 
HTML5 standards with the benefits that brings, or on the desktop. While 
incomplete as of this book's writing, it has reimplemented enough of Flash 
that in the beginning of 2021, a "Flash Forward" game jam was hosted on 
Newgrounds, with newly created Flash games. 


rutte 
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Notable Adobe Shockwave Games 
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Redline Rumble 


People on the internet tend to 
confuse Adobe Flash and 
Adobe Shockwave, as Flash 


Атага bummer! =f 


was more popular and ЕН М «ӨҢ Without water in the 
became the de-facto term for КІ swimming! вотевову 
web games. Shockwave was A menen so tnat we can 
an entirely different platform a БУ Y A г оаа | 
with its own games, however. pS S SY bring t back here and -|% 


Lorem ipsum dolor sit amet, 
consectetur adipiscing elit. 
Sed hendrerit, orci a aliquam 
feugiat, metus est scelerisque 
dolor, in tincidunt magna 
ligula vel sem. Phasellus 
auctor urna vitae nulla 
vehicula, vitae tincidunt justo 
efficitur. Aenean bibendum 
facilisis sodales. Aliquam sed 
sagittis ipsum. Nunc sed justo 
vitae sapien semper congue 
vel porta metus. Cras ut 


hendrerit dui, eu laoreet | 
metus. Teen Titans: Battle Blitz 
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The End 


Edmund McMillen 

It was just a bunch of kids being stupid kids, making stupid jokes and trying to 
outshock eachother. It was very much a wild rest - no rules, no parents, no 
policing, no holds barred. Do whatever. It was dumb shit, but there were a lot of 
creative kids expressing themselves in ways that worked for them. 


l've spent ten years working as fast as | can, planning ahead as far as | could, 
make as many games as possible, and it didn't end. In two years when | have 
Mewgenics done and my plate is clear, | want to go back to doing minor games 
in the same way, not planning ahead and being in the same headspace as back in 
Flash. | made a game called Fingered, it took two months, it was stupid, it was 
goofy, and it was one of the best experiences | had because | just had fun with it 
and it didn't go on forever. | want to have fun again and not worry if it's going to 
sell or not going to be good enough, see if 1 can grow. It's always nice if you can 
go back to that simple time. 


| look forward to the seeing the next thing the kids use and sitting in my 
armchair and telling them they suck. 


Just like with Flash? 
Yeah. 


Adam Saltsman 

Being able to whip something up fast, and share it with friends and/or the whole 
world, to me made (and still makes) it one of the most powerful creative tools 
l've ever used. It really got at the essence of like... how and why to make 
interactive stuff. 


Antony Lavelle 
| loved making a game that changed as it was made, there was never any set 
plan to follow all the way though, it evolved because the tools let it do so. 
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Nicky Case 

It's the raw, indie spirit of the early Flash games. The idea that some random 

individual -- sometimes a literal actual teenager, like | was when | made the :the 

p trilogy! -- can make a game or movie that brings joy (and/or horror) to 
undreds of thousands. And though we could never do the polish or big-ness of 

Triple-A, we could do what they couldn't: be innovative, risky, weird. 


Matt Roszak 

| keep needing to repeat this, but Flash is more than just the browser plugin. 
People are still using the software to animate cartoons, and Flash games are still 
being published on desktop and mobile. And all of those old web games are still 
playable, and probably always will be as long as someone remembers to back 
them up. 


Oliver Joyce 

Flash was, admittedly, in the wrong hands, capable of making monstrous, 
unusable websites that assaulted the eyes and ears. But in the hands of skilled 
designers, an interactive Flash piece could be a thing of beauty. Animators, 
musicians, game designers, programmers, video асия all used this опе 
wonderful tool to collaborate. In essence, Flash gave me the freedom | always 
wanted - to work for myself, creating content | love. And so for that, | have 
nothing but love for it. There'll never be a web era like that again, and I’m 
immensely proud to have been a small part of it. Viva Flash! 


Ben"BlueMaxima" Latimore 

We can keep records of the games, the animations, and the sheer level of work 
that was put into making media with its tech. That's what Гме been working on 
all this time. But the microcosm of intense creativity, easy to access software, 
notable but not crippling limitations, almost universal compatibility across the 
entire technological space of its time, widespread adoption by encouraging free 
consumption and sharing т an age where 'going viral' actually meant something, 
all combining to influence the entire entertainment industry with one strike after 
another? That's something that we'll never be able to recreate, only remember 
fondly. АП driven by a bunch of guys sitting in their bedrooms who watched a bit 
too much Xiao Xiao. Flash wasn't just a massive platform for games, it's a bite- 
sized model of our industry - the talent, the drive, the creativity - and 1 couldn't 
be happier it happened. There will never be anything like it again, and that's the 
most depressing thing dos! it going away. 
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How to Play Today 


With the shuttering of Flash as of the 12th of January, 2021, there is no 
official way from Adobe to play the 500 games listed in this tome. With 
that said, the efforts of two groups of people have resulted in these 
games being playable for, hopefully, years to come. 


Ruffle is a Flash emulation project 
headed by the people behind 
Newgrounds. It's constantly in 
development and will hopefully 
reimplement the entire Flash 
ecosystem one day. Support it at: 
https://ruffle.rs 


The Flashpoint project preserves 
and maintains a massive library of 
downloadable Flash games for PC 
users. It also allows for playing all 
the non-Flash games listed in the 
previous pages of this book. AII 500 
of the Flash games listed here are 
included in a"Super Hall of Fame" 
playlist, so you can jump right into 
a game you saw in the book. 


Download it at 
https://bluemaxima.org/flashpoint/ 
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Time Ever Fleeting... 
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